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Magic Rings 

by Erica u Camdin” Balsley (Issue 15) 


« 


There are many magic rings in this world , Bilbo Baggins , and none of them should be used lightly!” 

-Gandalf , The Fellowship of the Ring movie 


At first sight magic rings appear to be normal pieces of masterwork jewelry. Some have inscriptions or are 
jewel-encrusted, but most are just simple bands of gold or silver or adamant or even mithrib The circle that is 
the ring itself binds magic into the very material of the ring, holding it there and keeping it for all eternity. As 
the magic swirls around in the circle, so, too, it flows into the hand of anyone that puts the ring on his finger 
and knows how to access it. 


The most famous ring-makers of Middle-earth are Sauron (in the guise of Annatar) and Celebrimbor who, 
with Sauron’s assistance, crafted the three rings of the Elves. After the fall of Sauron and the ruination at the 
end of the Second Age, the art of ring-making was thought to be lost. Indeed, Gandalf made a point to note 
that Saruman was wearing a ring, and was taken aback when he called himself u Saruman the Ring-Maker.” 
However the fact that Saruman was able to learn the craft of ring-making points to the 
fact that perhaps the art was not lost after all. The secrets of ring-making may 
be locked in ancient archives, and although none of the Wise know the 
craft there might still Elves who learned it from Celebrimbor and still 
practice it in hidden enclaves. The ruins of Ost-In-Edhel might also 
contain journals or manuals detailing the processes involved in 
ring-craft. Other magic rings no doubt still lie in hidden treasure 
troves or rest on the fingers of skilled Magicians. 


Rings of Power, such as the Three or the Nine or the One are 
beyond the scope of this article. Set down here are only guidelines 
for use by Narrators to design minor magic rings with limited 
abilities. Although magic rings of any kind are far from common in 
Middle-earth, there must be enough to not arouse too much suspicion 
from the Wise when one appears on someone’s finger. Case in point: 

Gandalf barely batted an eye when he found out that Bilbo Baggins had 
discovered a ring that turned him invisible. He was more upset at Bilbo for having 

misled him about how he escaped the Goblin Gate than he was about any magic rings. For that to be so, 
Gandalf must have known that minor magic rings existed and could be found if one looked in the right (or 
wrong!) places. If magic rings were uncommon or generally thought to be mythical, his reaction to Bilbo’s 
story would have been considerably stronger than it was in The Hobbit. 



Activating Magic Rings 


Rings with powers that are in effect for as long as they are worn are generally considered more powerful that 
those that require a activation.” Activating a ring’s power requires 1 action as the wearer concentrates on the 
ring and brings the magic forth. Once activated, the power of the ring goes into effect and lasts for a certain 
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duration as given in the ring descriptions below. After the duration has expired, the power must be reactivated 
for it to provide further benefit. Deactivating the power is a free action and ends the effects of the power 
immediately. Regardless of the number of magic rings worn, only the power of one ring may be used at any 
given time. 

Magic rings that are in effect for as long as they are worn do not need to be activated. They are automatically 
activated when the wearer puts it on his finger, and its effects are constant until the ring is removed. 

Characters using Sense Power can detect an active magic ring with a successful TN 15 Observe (Sense Power) 
test. A Superior Success or better tells the observer whether or not the ring is Corrupt. The only way to 
determine what a particular magic ring can do is through trial and error. If a magic ring is named or has a 
history, it can be researched and its power discovered in places of great lore such as Rivendell or the libraries of 
Minas Tirith. The TN for such research is left to the Narrator. 


Types of Magic Rings 


A magic ring can have one of many powers. Select one power from the following list. 

A Single Spell 

Generally thought to be the most powerful, this type of minor magic ring provides its wearer with the ability to 
cast a single spell even if the wearer lacks the Spellcasting ability or otherwise doesn’t know the spell. The 
normal casting time of the spell must pass before the wearer gains the benefit of the spell. The wearer does not 
have to gesture or speak to activate the spell within the ring, but he must make a Weariness test as if he had 
cast the spell. On a failure, the ring’s spell does not activate and the wearer gains a level of Weariness. He need 
not gesture or speak, however. All other effects of the spell are as per the description of the spell, as calculated 
from the attributes of the wearer of the ring. Some magic rings of this type were crafted with an additional 
Word of Command spell, which enhances the power of the spell within the ring. The wearer does not have to 
activate the Word of Command spell, but the Weariness TN to activate the ring is 13 (the same TN as the 
Word of Command spell). 

A Skill Test Result Bonus 

Some minor magic rings help the wearer perform certain tasks or gives them a slight magical boost to certain 
skills. Such rings provide a +1, +2, or +3 test result bonus to a single skill and specialty. A ring of sight, for 
example, provides a test result bonus to Observe (Spot) tests, while a swordsman’s ring would provide a bonus 
to Armed Combat Blades (Longsword) tests. The power of a ring of this type normally has a duration of ld6+6 
minutes. The duration is rolled by the Narrator at the time the ring is first used by a character and does not 
change; once rolled the duration for that power is set for that ring. 

A Reaction Bonus 

Other minor magic rings provide a +1, +2, or +3 bonus to a single type of Reaction test. Such rings include a 
ring of swiftness, which helps when dodging enemy attacks, or a ring of willpower which helps stave off the 
effects of fear and the Command spell. The power of a ring of this type normally has a duration of ld6+6 
minutes. The duration is rolled by the Narrator at the time the ring is first used by a character and does not 
change; once rolled the duration for that power is set for that ring. 


An Edge 

Although they are rare, there are some minor magic rings that provide the wearer with the benefits of an edge 
while it is active. The wearer need not meet the normal requisites for the edge; the requisites are automatically 


3 


Hall of Fire * The Unofficial Lord of the Rings Roleplaying Game Webzine 


Issue XX * Month 200X 



Hall of Fire * The Unofficial Lord of the Rings Roleplaying Game Webzine 


Issue XX * Month 200X 



Hall of Fire * The Unofficial Lord of the Rings Roleplaying Game Webzine 


Issue XX * Month 20XX 


Lesser Rings of Eregion 

by James Brian King <jamesbrianking@netscapexom> (Issue 24) 


“Magic rings are ~ well, magical; and they are rare and curious . 

- Gandalf, The Fellowship of the Ring 


Early in the Second Age Celebrimbor and his fellow elven-smiths of Eregion formed the Gwaith-i-Mirdain, a 
brotherhood devoted to advancing their power and lore of the craft. It was not long before Sauron, seeking 
opportunity to subvert and corrupt, presented himself in fair guise as Annatar, Lord of Gifts, and emissary of 
the Valar. With the profit of Sauron s instruction and under his influence, the Mirdain soon began the creation 
of the Great Rings of Power, the Seven and the Nine. After Sauron s departure and in secret, Celebrimbor 
himself forged the Three. In secret as well, Sauron forged the One Ring and the elves of Eregion knew they 
were betrayed. Sauron s subsequent invasion of Eregion wrought ruin and death upon the land and 
Celebrimbor himself was captured at the door to the House of the Mirdain. Sauron campaigned to seize the 
other Rings of Power, the greater and the lesser, but was unable to discover the location of The Three. So 
ended the great age of the crafting of Rings of Power. 

The histories of the Great Rings are known to the Wise and to those learned in the lore of Rings of Power. But 
there were other rings, the Lesser Rings forged both before the interference of Sauron and after his coming, 
that are of little mention in the chronicles of the ages (though not entirely forgotten by those steeped in the 
lore of Rings of Power). The Rings presented below are but two examples. 


Ring of Hale Healing 

Description 

Crafted in silver, the otherwise plain band is embellished with engraved oak leaves that circle the band in a 
repeating pattern. No matter the extremes of temperature to which the ring is subjected it is comfortable to 
touch or to wear. The Ring can not hide itself, nor can it adjust its size to fit a wearer or release itself, as these 
abilities came later under the tutelage of Sauron. 


History 

The forging of the Ring of Hale Healing was celebrated among the Gwaith-ir-Mirdain, as it represented the 
height of their craft prior to the coming of Sauron in the guise of Annatar. After Sauron s treachery was 
revealed and the danger of the Great Rings realized, the Ring of Hale Healing was given to Amantir, a chief- 
captain of the elven companies of Ost-in-Edhil; this Ring did not suffer the taint of Sauron and there was no 
danger in its use. Amantir’s fate during the ravaging of Eregion is unknown. His name, however, appears 
nowhere in the list of captains as recorded after Elrond gathered Eregion s few survivors under his banner. The 
fate of the Ring of Hale Healing is lost to the chronicles as well. 


Effects 

The Ring of Hale Healing provides a +2 bonus to all Healing and Stamina tests. The wearer suffers no ill 
effects from the Ring’s use. Though hardened by the magics of its creation, a concerted effort to destroy the 
Ring will succeed. 
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Usage 

The Ring of Hale Healing may yet lie on a high wilderness plateau of Eregion or within the ancient ruins of 
Ost-in-Edhil. It is more likely to have been taken as plunder by one of the Ore-host of Sauron and therefore 
could be anywhere that Orkish armies have ravaged since the fall of Eregion, Should it ever have come to the 
notice of Sauron, it would have been seized and kept, not to be given to one of his servants as so many of the 
other Lesser Rings of Eregion, were as this Ring does not suffer his taint and is therefore outside his influence. 
Were heroes to find or recover the Ring, it would be a welcome tool in the fight against Shadow, 


Ring Of Hale Might 


Description 

The Ring of Hale Might is identical to the Ring of Hale Healing with but one exception: the oak leaves are 
engraved in an alternating pattern, each leaf sweeping in the opposite direction from the one before it. 
Knowledgeable loremasters believe this Ring to be the first Ring of Power crafted with the ability to hide itself 
from observers and change its size. 

History 

The Ring of Hale Might was among the Lesser Rings forged in Eregion in the early days of Sauron s tutelage. 
Loremasters have often considered the purpose for crafting a ring that so closely mimics the appearance of the 
earlier Ring of Hale Healing; the answer lies with the dark character of Sauron himself. The Ring of Hale 
Healing enjoyed renown among the elven-smiths who had created it, and Sauron — self-serving and prideful -- 
had nothing to do with its creation. So he oversaw the creation of a similar, better Ring, one tainted by his 
evil. 

The Ring of Hale Might was among the Lesser Rings claimed by Sauron after the fall of the House of the 
Mirdain and was gifted to one of Sauron s chief Ore captains. The Ring was recovered by dwarves of the army 
of Khazad-dum sent by Durin to assist the host of Elrond. Dwarven records indicate that, though they knew not 
what the ring was, they could guess its value. They had intended to turn it over to their Elvish allies from 
Loriland, but the Ring was again lost to the Enemy when the Orkish host turned from Elrond to pursue the 
dwarves back to the Gates of Moria. It is here that the Ring disappears from the historical chronicles. 

Effects 

The enchantment of the Ring of Hale Might provides a +2 bonus to all Healing and Stamina tests and also a 
+2 bonus to all Strength tests. This added brawn comes at cost, however, as the wearer suffers a -2 penalty to 
all Wits tests. 


Since this Ring was forged under the shadow of Sauron, it is tainted by his evil. Once a character puts the Ring 
on his finger he is known by the subtle magic of the Ring. For each thirty days that a character wears the Ring 
or keeps it on his person he must make a TN 10 Willpower test. Upon failure the character acquires 1 point of 
Corruption (see rules for Corruption concerning complete and disastrous failure and also superior and 
extraordinary success). A wearer of the Ring of Hale Might who happens to have Corruption must make a TN 
12 Willpower test to remove the Ring to which the character’s current Corruption serves as a negative 
modifier. The same Willpower test applies for the character to attempt to abandon or give the Ring to another 
or attempt to destroy it. Of course, nothing short of fate or supernatural means can harm the Ring. 
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Usage 

The Ring of Hale Might is most likely to be found on the finger of an Ore captain or champion, though it may 
also have been gifted to Sauron s Mannish allies, the Easterlings or the peoples of the South. The heroes might 
learn of the Ring and set off or be sent to recover it in order to deprive Sauron of its powers. 


The use of Lore: Rings of Power is likely to erroneously identify the Ring of Hale Might as the Ring of Hale 
Healing, as the latter is more prominent in the ancient chronicles, being more esteemed by the elven-smiths as 
a creation of their own craft and not influenced by the treachery of Sauron. Imagine the shocked dismay of 
characters that willingly employ the Ring and learn too late that it is not the untainted Ring they believed it to 
be. 


Ring of Foresight 

by Celebraen (Issue 44) 


"You have the gift of foresight. Tell me what you have seen.” 
“I looked into your future and I saw death.” 

- - Arwen and Elrond , The Return of the King movie 


Description 


A lesser ring of power made of platinum, it was designed to evoke the night 
sky. The ring's band is smooth except for seven tiny stars etched on the 
inside of the band. It is set with a large cabochon of white moonstone 
flanked by two small diamond chips. A slightly larger diamond, 
representing the star of Earendil, gleams to the right of the 
moonstone. It is cool to the touch. A rather large ring, suitable for 
a man's hand in its natural size, it can change its size to fit its 
current wearer better. 


History 



Long ago in the Second Age, the ring was crafted by an elf-smith as an 
example to his apprentice. The smith had the gift of Foresight, and he was able 
to imbue the ring with that power. He gave the ring to his apprentice after its completion, hoping the gift 
would help his young (for an Elf) apprentice gain wisdom. 

But knowledge of the future isn't always a good thing. The elT smith's apprentice lost the ring, and his life, in 
an ambush by Ores. He was traveling through the Misty Mountains on his way to Lorien from Rivendell. The 
elf-smith apprentice foresaw his own death and tried to avoid it; he took a different path through the 
mountains than he normally would have, going over the High Pass rather than through Moria, which led him 
straight into the orcish ambush. The Ores in turn fell to a troll. 
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Effects 

The ring gives its wearer the gift of Foresight, The moonstone occasionally seems to catch the eye and put the 
wearer in a very brief trance during which he may prophesy or receive visions. The player cannot do anything 
else during the brief trance. 

In game terms, he gets the Foresighted edge. If the wearer already has that edge, he receives an additional 
attempt at seeing the future per game session. If the wearer is unaware of the ring's power, and therefore his 
player isn't asking to make foretelling attempts, he begins to experience mysterious dreams and vague 
forebodings. The Narrator may choose to have the player make Willpower tests without telling her what they 
are for, with successes leading to prophetic dreams or visions. 

Once the player learns the ring's abilities, the character may attempt to place himself in a trance by looking 
into the ring's moonstone and making a Willpower test. The TN for the first attempt is 20. Every time the 
wearer succeeds, or is in possession of the ring for a month, the TN is lowered by five to a minimum of five (the 
longer she wears the ring, the more used to going into a trance she is, so the easier the Willpower test). 

As specified in the Core Book (pg. 165-166), the Narrator is in control of what the character learns. The ring 
was crafted using Sauron's techniques and so is ultimately corrupting to mortals, requiring Willpower tests to 
resist Corruption (pg. 234, Core Rule Book) and addiction (pg. 85, Fell Beasts and Wondrous Magic). 
Corruption is not actually acquired unless the ring is deliberately used by the wearer. Addiction tests begin 
after the wearer receives his first vision, whether it was invoked on purpose or not. 

Usage 

The ring could be found in a troll hoard, or on the hand of the troll 1 s killer or his descendants, as a family 
heirloom. If the Narrator wants the troll to be one of the ones who was killed by Gandalf in The Hobbit, the 
ring could be in the town of Dale or the Lonely Mountain, a bit of loot that the one of the Dwarves brought 
with him when he went after Smaug. Player characters might receive it as a "reward" from a corrupted 
individual or it could have been stolen and the owner wants the heroes to get it back for him. It might be on 
the hand of a bandit-chieftain who always seem to know when guards or a caravan are coming, a tempting prize 
once the bandits are defeated. 


Ring of Arthedain 

(Issue 35) 

The ring is a gold band with a black stone set in it; the stone is made of the same 
substance as the tower of Orthanc and the Stone of Erech. There is an engraving 
on it in elvish runes saying "Arnor", meaning that the true seat and heir of the 
North Kingdom lies in the realm of Arthedain. This ring was commissioned by 
Amlaith, the eldest son of Earendur and heir to the throne of Arnor, and has 
been passed on for generations to each eldest heir. That tradition was broken 
when Aranarth, son of Arvedui, last king of the Dunedain of the North, gave it as 
recompense to the Lossoth tribe that helped his father in his time of need. 
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Oath of the Heir 

The humble northmen refused all hoards of wealth offered, but Aranarth insisted on at least the ring, and 
pledged that if ever a dark menace in the North should arise again, this ring should be presented and he or his 
heirs would honor the oath of service he gave. If a Lossoth bears this ring, he gains Ally (Heir of Isildur). 

Symbol of Arnor 

The ring is recognizable as belonging to the King of the North Kingdom or his direct heir. It has a Renown 10 
and grants a +4 bonus to social tests with Dunedain and subjects of Arnor or its child states. 


Ring of Desire 

by Celebraen (Issue 36) 


The lesser rings were only essays in the craft ... yet still to my mind dangerous for mortals. 

—Gandalf to Frodo, The Fellowship of the Ring 


V 


Description 


The ring's band is of scalloped gold set with diamond chips. A large 
faceted ruby sparkles atop it. Always warm to the touch, it is capable 
of changing size to fit its wearer. It doesn't have the power to hide 
itself-in fact, its wearers usually delight in showing it off. 


History 


t 


This lesser ring was suggested to Sauron by one of the Nazgul, who 
sought to break the will of Men as his own will had been broken. It 
is designed to bring down heroes in such a way as to disgrace them I 

and dishearten others. Sauron supervised its crafting himself. It was 
sent as a gift to an Easterling chieftain who was resistant to Sauron. Once 
the Easterling hero had succumbed to lust and fallen from power, Sauron had 
the ring retrieved to be sent to another Man. The ring has occasionally made its way back to Sauron through 
Men whose desire for power brought them into agreements with him. The Witch-king took it with him when 
he went north to establish his kingdom of Angmar. Sauron doesn't pay a great deal of attention to the ring's 
location, knowing it will accomplish its task of corruption regardless. 



Effects 

The ring works on the wearer's deepest desire, magnifying it. If the person seeks wealth, suddenly there is 
nothing he won't do for it; alternatively, if the wearer wants glory and renown, she is suddenly willing to take 
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credit for others' deeds as well as manipulate and back-stab her way to the top. Honor, integrity, all of the 
person's former values are tossed aside in pursuit of her desire. In the case of a person who merely desires 
comfort or pleasure, he becomes a slothful hedonist, or perhaps his libido is unquenchable. In any case, the ring 
fuels the longings that are already present, and steadily erodes the wearer's sense of right and wrong. By its very 
nature, it is corrupting, requiring Willpower tests to resist Corruption with the TNs increasing the longer the 
ring is worn. The player and/or the Narrator should decide what desire of the wearer the ring will amplify. 
Whenever exposed to her desire, the bearer must make a Corruption roll. The TN for the Corruption roll is 
TN 15+2 for every 3 points of Corruption. If she fails the roll, she gives in to the temptation of her desires as 
well as gains Corruption points as normal according to page 234 in the Core Rule Book. 

Usage 

There are allusions to the ring in various chronicles and stories. A character with Lore: Rings of Power may 
have an idea of what it does, and as such would want to keep others from wearing it. A small group of heroes 
may wish to find and destroy the ring before it can corrupt any one else. Alternatively, the characters may enter 
a town and be approached by someone who wants them to find out why an upstanding member of the 
community has suddenly begun giving into his vices, particularly if there's a magician in the party who might 
be able to investigate the "mysterious spell" to which the bearer seems to have succumbed. The ring could be 
anywhere in Angmar, perhaps the Barrow-downs or other tombs, or it could have made its way back towards 
Mordor, corrupting the heroes of Rohan or Gondor, or even been sent back into Easterling territory. 


The Ring Of Fate 

by Dustin Strong (Issue 14) 

This ring, created by Celebrimbor prior to making of the Greater Rings, is two simple bands: one of gold and 
one of silver. The top of the gold band is adorned with a blood-red ruby, while the silver is set with a diamond. 
The two stones are cut so precisely that when the two separate bands are brought together, the stones securely 
lock them into place and appear to be one gem of two colours. This ring was so elegantly simple; that it was 
easy to overlook the great power held within — it could decide the fate of anyone the wearer touched. With it, 
the wearer had the power of Life or Death, and could simply decide on a whim. 


Fearing that much power in a single item, Celebrimbor broke the ring into two halves and separated from each 
other. When Sauron revealed himself, he immediately dispatched as many of the rings as possible to all corners 
of Middle Earth. The Ring of Life was given to the High King along with Vilya while the Ring of Death was 
sent to Edhellond to be cast into the sea. The Ring of Life made it to Gil-galad, but the whereabouts of the 
other remain a mystery. It is feared that it has fallen into the hands of a Dunlending tribe, the Witch-king, or 
worse, Sauron himself, for it has not been seen since just before the fall of Ost-in-Edhil in the Second Age. 
Since most of those who were aware of the true power of these rings were in Ost-in- Edhil, very few would 
actually know what the rings are truly capable of as most died in the defense of the realm like Celebrimbor. 
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Ring of Life 


The wearer of this ring has the Healing Hands edge with a minor exception — if the wearer fails the Stamina 
test, he loses half of Wound Points restored to his patient. When this power is activated, the wearer must make 
a TN 10 Corruption test due to Sauron’s influence in the lore and craft Eregion’s many rings. 


Ring of Death 


The wearer of this ring holds a power opposite to that of its mate — instead of restoring life, it is drained. Make 
a Willpower test (instead of Stamina) with the +5 bonus. The victim loses all Wound Levels that the test 
would normally heal. For example, a Willpower test with the +5 bonus has a result of 20, This result would 
cause a victim to be reduced in health to Incapacitated by losing Healthy (TN 5), Dazed (TN 10), Injured (TN 
15), and Wounded (TN 20), 

A Stamina test can now be made with a TN equal to the highest TN achieved with the previous Willpower 
test, A successful test restores to the wearer half of the Wound Levels (rounded down) lost by the victim, not 
to exceed the wearer’s full health, A failed test restores no Wound Levels to the wearer. 


When the first or both of these ring powers are activated, a TN 15 Corruption test is required for each due to 
evil nature of the ring and Sauron’s influence in the lore and craft Eregion’s many rings. The +5 bonus does 
not apply to the Corruption test. 

Because these rings are so intertwined with one another, they can sense each other’s presence. The ring 
conveys the Sense Power spell to its wearer and, with a TN 10 Observe (Sense Power) test, will allow one ring 
to find the other. Direction and distance to each other is determined by Degree of Success: Marginal - a 
cardinal direction is known (north, south, east, or west), but not distance, Complete - direction and distance if 
twin is within 30 miles, Superior - direction and distance if twin is within 100 miles; Extraordinary - direction 
and precise location if within 150 miles. At all times, they can sense the distance between the other, but only 
given in general terms ("near", "far", etc.). 

Because of the rings” duality and each being one part of a whole, the destruction of only one ring is impossible. 
They must be brought together in the form of the Ring of Fate for them to be destroyed. Only at the place of 
their forging — the ruins of Ost-in-Edhil — can this be accomplished. 

Ring of Fate (Ring of Life and Death combined) 

While each ring has its own individual power, but when brought together and joined, the each ring’s powers 
are magnified. 

This is not without ill affect, however. In order for the one half to give life, the other must take it. 

Giving of Oneself 

When making the Healing test described in the Ring of Life and with a +10 bonus instead of +5. Upon a 
successful Stamina test, the wearer loses half the Wound Points restored to the patient. Failing the Stamina 
test results in the wearer losing a number of Wound Points equal to the amount restored to the patient. A TN 
15 Corruption test is required when activating this power. 

Giving of Another 
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The wearer may choose to draw life from one and transfer it to another. This is accomplished by the wearer 
draining Wound Levels from an un/willing donor first, according to the Ring of Death with a +10 bonus to the 
Willpower test instead of +5. Next, a Healing test is made per the Ring of Life with the +10 bonus. The same 
Stamina test is required and if successful, all Wound Points are transferred. If it fails, the transfer is still made, 
but half of the Wound Points are drawn from the wearer. A TN 20 Corruption test is required when activating 
this power. 


Stain of Evil 

As Sauron influenced this ring 1 s creation, his hatred and corruptive influence is never far away from this rings. 
Should the wearer choose to drain the life force of something that is wholly corrupted such as an ore and 
transfer it to someone that isn”t, the evil spirit of the vile thing will destroy the good one over time. Once per 
week, the patient must make a TN 15 Corruption test. The only way to prevent this is to perform a truly 
selfless act of charity and heroism; unfortunately these acts typically result in the death of the character. 
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Hall of Fire * The Unofficial Lord of the Rings Roleplaying Game Webzine 


Issue XX * Month 200X 


What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


The Hall Of Fire Webzine 

http://halloffire.org 

The Hall Of Fire Wiki 

http://wiki.halloffire.org 

The Hall of Fire Forums 

http://fourms.halloffire.org 

The Mad Irishman 

http://www.mad-irishman.net 

The Last Alliance 

http://thelastalliance.com 

Rpg Tools For Decipher's Coda Games 

httn://2rouDS. vahoo.com/grouD/rnetools/ 

Encyclopedia Of Arda 

http://www. 2 lvphweb.com/arda/default.htm 

Fan Modules For Middle-Earth 

httD://2rouDs.vahoo.com/grouD/fan-modules 

The Steward And The King 

http://www.stewardandking.net 

The Tower Hills 

httn://homenage.mac.com/ieremvbaker/towerhills 

Chronicles Of The North 

http://rpg.avioc.org/ 

Trek-Rpg.net 

http://forum.trek-rpg.net/index.php 

MERP.com 

http://www.merp.com 

Coda Webzine Repository 

httD://erouDs.vahoo.com/groun/coda webzine 

Other Minds Magazine 

http://www.othermindsmagazine.com 

The One Ring.Com 

http://www.theonering.com/ 


The One Ring.Net 

http://www.theonering.net 


Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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